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WEWANT YOU 
TO JOIN THE FIGHT 


FROM THE EDITORIAL STAFF 


Welcome to Paladins Community Magazine 
Issue #9! Everyone’s headed back to school 
but we are still on the Paladins community 
content grind! As a reminder, if you want to 
join our team then you can apply through 

this form (https://docs.google.com/forms/ 
d/e/1FAlpQLSf6CHZWPNIF_mDz1Z7XylpoZ _ 
W69sRACPYBbNHQSVSbHFm7hA/viewform). 
(Remember to link to your previous work in that 
form, anyone who doesn’t do so is automatically 
denied!) 


| should probably talk about this issue as well, 
as we have a lot of exciting things lined up for 
you! We have a new champion in Strix and how 
to play the Ghost Feather, a build guide (Let’s 
Build) on Mal’Damba, and a Map Breakdown of 
Splitstone Quarry. On the competitive front we 
have an overview of the new Ranked system. 
What we have bringing up the rear of this issue 
is the thing I’m most excited about, an article 

on Paladins Strike, HiRez’s newest mobile game! 
Make sure to sign up for the Alpha if you haven't 
already, I’m having a blast so far! You, of course, 
should do that after you peruse through all the 
community content we're offering this time 
around. Once again, thank you for the support 
of our publication and best of luck to you in your 
adventures in the Realm! 


Steve Greenfield Jacob Russell Luke Greenfield 
Managing Director Lead Editor Design Editor 
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STRIX 


OLLI sh shh hsb isidcdcddddcdacdccccccccccccccccceccccccccddaada By Jacob Russell 


LLL 


Let me just start this by being honest with you guys: | never have considered myself a sniper 


player. My play style has always suited a more team-based role, not necessarily being the 


guy who fills up the killfeed or gets the top play of the match. 


But, for the betterment of all that is Paladins 
Community Magazine, | ventured forth into 
the Realm piloting Strix, the Ghost Feather. 
To start, I’d say he’s an interesting mix of Sha 
Lin and Kinessa that brings one of the most 
unique ability mechanics we've seen so far. 


Strix’s left click is called Talon Rifle 

or Side Arm. Wait, what do you mean by 
“or”? Why would HiRez give an ability two 
names? Here’s what piece you’re missing: 
he essentially has two kits. His default left 
click is a rifle that has very bad accuracy 
unless scoped. But when scoped it can be 
deadly, as it shoots one shot per second 
that deals 1,300 damage and has a clip size 
of 7 rounds. The pistol on the other hand is 
semi-automatic (meaning you have to tap 
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LMB for each shot), has high recoil, a clip 
size of 12, and deals 250 damage each shot. 
The legendary for Strix’s weapon is called 
Crack Shot. This legendary makes you deal 
20% more damage with your Side Arm for 4 
seconds after you have shot them with your 
Talon Rifle. What you’re supposed to do with 
this legendary in order to counter flanks 

is land that first Talon Rifle shot that gives 
you the bonus damage on top of the health 
advantage you’re inherently going to have. 


Strix’s right click is called Scope or 
Flare. In his Talon Rifle (Sniper) stance he 
simply scopes in his rifle in order for it to 
serve its intended purpose at long ranges. 
In Side Arm (pistol) stance Strix shoots out a 
flare that reveals enemies in a large radius 
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By Chelsea Roberts } 


for 3 seconds. It deals minimal damage (200 
on contact and only a little bit over time) 

and has a 15 second cooldown. Using your 
Flare to scout the positions of enemies will 
be key in making the most of your time while 
scoped. Knowing when an enemy Is about 

to peek their head out can be the difference 
between starting the fight off on the right 
foot or them being the one that got away. 


Strix’s first ability is called Stealth. 
Please note before | get into this ability that it 
does the same thing in both stances. You may 
read that the ability has a 1 second cooldown 
and think it’s overpowered, but rest assured 
that there’s another caveat to the cooldown 
of this ability. Being stealthed consumes your 
stealth resource bar and you're screwed if 
your time runs out when you're in the open. 
Also realize that you need to use part of your 
stealth resource in order to begin stealthing, 
meaning that you have a lot less time to 
roam free than you think. Speaking of being 
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| 4 
kicked out of stealth, Know that you become 
visible if you take more than 500 damage. | 
made it seem like the ability is overpowered 
and then | told you all the drawbacks. How 
about | tell you about the TWO legendaries 
for this ability so you can finally make up 
your mind on whether or not it’s good or not? 
Ambush makes it so weapon shots made in 
stealth deal 15% more damage. This lets you 
go around the corner while invisible and land 
a bonus damage headshot on the enemy 
Sniper without being noticed. Nocturnal is 
the default legendary and is definitely the 
less aggressive option, as your Stealth bar 
is consumed 50% slower when using this 
legendary. The additional invisibility time 
is perfect for buying time while one of your 
teammates rushes back to help you with the 
flank who’s been on you the whole game. 


Strix’s second ability is called Quick 
Switch. He switches stances with this ability, 
it shouldn’t be that hard to wrap your head 
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around. What do you want me to say? | trust 
in the education system of your respective 
country and your literacy. NEXT! 


Strix’s ultimate is called Flash Bang. The 
flash grenade detonates on impact and blinds 
enemies nearest to the blast for 3 seconds. 
Make sure to throw the grenade directly on 
the person you want to blind for the longest, 
as there’s a sharp duration falloff for those 
who are farther away from the epicenter. 


Champions that synergize well with Strix 
include champions with crowd control that 
can make enemies easy pickings for his Talon 
Rifle. Prime examples of this in a variety of 
roles are Bomb King, Sha Lin, Makoa, Inara, 
Mal’Damba, and Grover. Don’t see any 
flankers in that list? That’s because flankers 
are useful for getting the last hits on enemies 
that Strix gets to low health with one good 
Sniper shot. 


How do you counter Strix you might ask? 
Well, if you’re playing a flanker then | think 
your best bet is to buy Illuminate since it 
counters a majority of Strix’s legendaries. 
There are also cards for certain champions 


=_=, 
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(Kinessa is the first to come to mind) that 
make it so their weapon shots reveal enemies 
for a short period of time. You probably get 
the idea by now, those cards make Strix’s 
Stealth useless. Something that counters 
Snipers in general (Kinessa, Strix, and 

Sha Lin) is shields and walls to block long 
sight lines. Inara was mentioned before as 
someone who synergizes well with Strix 
because her ultimate sets kills up for him so 
well, but note in this context that her wall 
blocks sniper shots and the sniper probably 
won't have Bulldozer. Building II|uminate if 
you’re playing a flanker against Strix makes 
it really easy to find your target when he’s 
stealthed. Another interesting thing I’ve 
found is playing Cassie and building Morale 
Boost in order 


Although | encourage you to give Strix a try, 

| will say he is tough at first, especially with 
aiming if you don’t usually play snipers. | 
have played against a few great Strix players 
and all of them knew when to switch weapons 
depending on what range they were fighting 
at. Follow in their footsteps and you'll have 
no problem as the Ghost Feather in the long 


run. 
By Jacob Russell 
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Flavour ofthe Month 
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Strix 
Ghost 


Feather 
Cupcake 


Warning : Consuming one may cause blindness and stealthed appearance 
for short periods of time. 


Side Effects : While stealthed you may become fatigued due to energy 
being consumed. 


Created by Tonijade 
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CHAMPIONS OF THE REALM 


SPLITSTONE QUARRY 


Lx ih sh hsb ns ieicccdddddddddcdcdddccddacdadcddadadaadadadaaadadaddada By Brandon Parkes A”WV!@J0400Q0W“«Mli 


Welcome back to Map Breakdown! Long time no see! If you are not familiar with Map Break- 


down, this is the section where we dive deep into a map to show you the ins and outs and 


some great spots to help your team reach the victory screen. This month, we are diving deep 


into the newest Siege map: Splitstone Quarry. 


Splitstone Quarry is a quirky map that is 
surprisingly small in stature, making it a 
quick task to get on the main objective. Not 
to mention that this map has a ton of choke 
points, flank points, and vantage points to 
keep your enemies on their toes. With a ton 
of rock to fight over, this map is great for 
objective control as well as great sniping 
positions. Let’s dive deep and throw a stone 
at this map. Obviously any rock pun you see 
in here is intended. 


First off is the main objective. The main 
route is a bit slow and takes a bit more time 
to get to it, but you can shave off a ton of 
time using the room to the left, especially if 
you run the Master Riding, which is great for 
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tanks. Once on the point, watch not only your 
sides, as there are flank routes to the left 

and right of the objective, but up, as a good 
vantage point is on the roofs and platforms 
of the high ground. Use your front liners to 

be the objective control, have your flankers 
sneak up from behind the line and pick off 
unsuspecting snipers. Inara and Barik are two 
front liners that excel at taking the point and 
keeping objective control over the point.m 
Inara’s wall, AoE slow and Barik’s turrets are 
great for holding down the tight hallways of 
Splitstone Quarry. You should also watch for 
the wheelbarrow house to the right of the 
objective, as this gives your enemies ample 
room and flank positions to use a wombo 
combo on you. Keep an eye out for snipers 


The Game On Magazine 


who love to sit at the high vantage point 
straight up from the objective, as the likes of 
Strix and Kinessa can pick off enemies very 
well. 


Once you capture the point, work with your 
front line to escort it, as the flank routes 

are minimal, but the sniping positions are 
numerous. There are a lot of bridges and 
choke points, so weed out the biggest 
damage dealers first and have your supports 
help out the front liners. Be careful of the last 
turn before capturing the payload, as a good 
team can sit there and stall the objective 
before you capture it. Ruckus is a natural 

at sitting at the objective and holding down 
the left click to styme the opposition from 
capturing it. Capturing the objective on this 
map is all about managing the tight hallways 
and always looking up in order to avoid long 
range DPS. 


Playing defense is a different answer. Have 
your damage champions focus their fire on 
the front liners and supports. For flankers, 
use the choke points and get behind the front 
line and look for solo kills. The bridge that 
runs parallel to the main route is a great way 


to flank the enemy, but be careful, as this is 


also a choke point and a prime opportunity 
to catch you off guard. The likes of Maeve 
and Zhin are great at isolating enemies and 
bursting them down before they have time 
to react. Remember the last turn? A good 
Tyra or Viktor will chew through the front line 
with ease as the flankers pick off the few 

low health enemies. Make sure that the front 
liners stick to the objective and have the 
supports heal as needed. 


One other thing to note is that the starting 
point is a great way to stall out the payload 
without much effort. It provides enough cover 
for snipers to be safe and gives defenders 

a great flank route to the left of it. The last 
breath | would consider with this spot is 

your wombo combo. Something to the likes 
of a Pip ult with a Skye ult would decimate 
enemies here, or a Seris ult with a Lex ult. 
Anything that can clear out the enemy in one 
swift move will net you a victory. 


Splitstone Quarry is a small but fun map 
that has choke points for damage dealers, 
vantage points for snipers, and flank routes 
for fankers to drool over. Use these tips and 
you can “rock” out that sweet victory screen. 


| 
Have fun! By Brandon Parker 
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LETS BUILD 


MALDAMEA 


LL By Lexi MAW idddddddddidddiddddididilditl, 


Ah, Mal’Damba. The realm’s resident snake charmer and mask fanatic. Mal‘Damba has 


always had an interesting place in the meta as a high skill healer who is consistently near the 


top of Support tier lists. He is unique - two Individual healing abilities keep his allies sustained 


while he stuns, shoots and strikes fear into his enemies where necessary. There are a whole 


plethora of options for building him successfully, but here are three options for any beginner 


experimenting with his three legendary cards to see what fits their playstyle best. 


BUILD 1: FOCUSED HEALER 
LEGENDARY: SPIRIT'S CHO- 
SEN 


There is a reason that a capable Mal’Damba 
will always top the healing charts in game, 
and that is due to the raw potential that 

he possesses simply for having two great 
healing abilities. This build aims to make the 
very most of this potential for those games 
where you need to keep two or three tanks 
alive on point at all costs. ‘Spirit’s Chosen’ 
was recently buffed so that it aids Mending 
Spirits with an upfront heal of 300 points to 
whichever ally he hits with the ability. This 
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makes it excellent for keeping tanks alive 
when they are under sustained heavy fire 

and gives him some of the strongest burst 
heal potential amongst the Support class. The 
upfront heal is best for saving an ally at the 
last second so they can get the value of the 
rest of the Mending Spirits. 


This means your loadout should cater to 

the Mending Spirits ability, and these three 
cards you should select should accomplish 
that. Eerie Presence Ill is an excellent pickup, 
for beginners especially, as the significantly 
reduced cooldown of Mending Spirits if you 
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miss means you will always have this ability 
in your pocket when needed. We get it; 
sometimes it can be hard to hit a mobile ally 
or your aim might just be off. This card makes 
Mal’Damba much more forgiving. Possession 
Ill is incredibly useful during these intense 
point fights, giving you significant damage 
reduction while healing allies with Mending 
Spirits. This helps you stay alive even longer 
under fire when you’re trying to keep your 
team alive on point and Is an essential 
pickup. Finally, Ritual Magic Il synergizes with 
Possession | to add to Mal’Damba’s sustain. 
Not only will you be taking less damage while 
using Mending Spirits, but now you will also 
be getting a small amount of healing yourself. 
Perfect. 


But of course we need to give some love to 
the rest of Mal’Damba’s kit, so these last 
two cards do just that. Since Mal’Damba has 
a second healing ability that needs some 
help as well, Many Gourds II is an excellent 
choice. The more you can place your Gourd 
down, the more constant healing you can be 


doing on point (or more constant damage 
on point, if you use its damage potential 

to zone enemies who currently control it). 
There’s very little to say about this one, but 
as most cooldown reducing cards are, it is 
just a nice card to have in your inventory. 
Finally, we have Snake Pit Il. Mal’Damba has 
a wonderfully unique ability to stun enemies 
when he reloads - as long as he is able to 
hit them with his tossed snake. The faster 
reload speed helps with those same point 
fights that you should be focused on with 
this build, getting faster stuns onto tanks or 
flanks trying to make a move from behind. 
Congratulations, you're now a dedicated 
Support with massive sustain. 


BUILD Z: ZONE CONTROL 
LEGENDARY: RIPENED 
GOURD 


A popular pick in competitive play, the 
Ripened Gourd Legendary Card helps to 
further Mal’Damba’s offensive capabilities, 
creating a massive slowing area to any 
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enemies that get captured in his Gourd. 
While some of Mal’Damba’s burst heal from 
the last build will be lost, this makes for an 
excellent supporting pick in order to set up 
kills for teammates. You may even get the 
occasional kill on an unfortunate bystander 
who just can’t escape the Gourd’s slow quick 
enough. This loadout is all about empowering 
Wekono’s Chosen in a similar way to the first 
build but with more emphasis on his other 
healing ability. 


The most important card here is Many 
Gourds IV. With a Legendary so focused on 
the potential of his Gourd ability, having 

the maximum reduced cooldown on it is 
incredibly important. This means you can be 
placing it down on the point or into a group 
of enemies more and more, aiding your team 
in winning teamfights at the quickest rate 
possible. This loadout also sees the return 
of Possession Ill, as it helps Mal’Damba stay 
alive during heated fights so that he can 
continue to heal, zone, and dominate. The 


other returning card here is Eerie Presence 
Il, simply because it is such an excellent card 
to have. If you’re new to Wekono’s Chosen, 
then this card is simply a must in almost any 
loadout you may want to experiment with. 


However, no matter how much zoning and 
sustain you may be able to potentially pull 
off, some teamfights are simply unwinnable. 
Without the same self healing of his Focused 
Healing build, this build empowers his escape 
- Slither - using Fleeting II. This will reduce 
Slither’s cooldown to make you more readily 
prepared to swiftly get out of the danger 
zone or simply avoid a high damage ultimate 
due to the brief period of invulnerability this 
escape provides. For a helpful throwaway 
card, Otherworldly | gives you a small speed 
boost when exiting Slither to further increase 
your chances of a successful getaway to 
fight another day. Less forgiving, but more 
strength to Mal’Damba’s damage and crowd 
control output. 
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4: WEKONG'S WARRIOR 
LEGENDARY: WEKONG'S 
WRATH 


And now we get to perhaps Mal’Damba’s 
most unique Legendary. While both Ripened 
Gourd and Spirit’s Chosen still end up 
utilising healing-centric loadouts, Wekono’s 
Wrath allows a very different style of play for 
the otherwise powerful masked healer. With 
each reload stun now dealing 700 damage 
to enemies, any loadout here focuses on 
unleashing the fighter inside Mal’Damba. 


First and foremost, Snake Pit Ill perfectly does 
this; faster reloads means more stuns, more 
pain and more dead at your feet. As with any 
of these loadouts, card ratings can be shifted 
however you feel necessary. These are simple 
starter decks for those just starting to try out 
his different Legendary Cards. You can choose 
to have an even faster reload, but | feel like 
there are plenty of other good cards to sink 
your points into. One of these is Incorporeal 
lll. Let’s face it, healers weren’t necessarily 
designed with the mindset of the controlling 


By ToniJade92 ~~ 
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player to be in the face of their enemies. A 
nice boost to your health can always help 

ina lvl to pull off clutch kills and sustain 
yourself longer. You may be in a bit of a rough 
patch after some of these small fights, so the 
reduced cooldown benefits of Many Gourds II 
can help you take breathers where necessary 
to heal up away from the battlefield. 


Similar to the previous loadout, upgrading 
Mal’Damba’s Slither here can be very useful. 
Fleeting Il means that your escape will be 
more readily available if you get yourself 
into one too many battles that you simply 
can’t win, even with the extra damage upon 
each reload stun. This also works well in 
conjunction with the Many Gourds II card, 
allowing you to escape to a dark corner and 
heal up before quickly coming out again to 
finish what you started. Finally, | recommend 
the Otherworldly Il card. It’s just another 
boost to that escape, granting you 20% extra 
movement speed to gain the ground you 
need to more efficiently. 


As with every other build guide in this 
magazine, don’t take these loadouts for the 
absolutely perfect ones for each Legendary 

- the goal here is to offer creative and strong 
solutions for beginner players who just want 
to craft a loadout that efficiently caters to 
their Legendary Card of choice. There may 
be a few things you want to tweak, a few 
small edits... but either way, Mal’Damba is an 
incredibly fun and unique character to pick up 
and play with and these builds can be a great 


starting line. 
By Lexi 
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PALADINS 101 


OLLIE i sh bbb bb sbdidiccdcddddcdcccccccccccecccecceeeceeeeecedes 


“By Brandon Parker, “iuuitiy 


If you are new to first person shooters or are a seasoned veteran (such as myself), there are 


tips to get ahead (or stay ahead) of the curve when it comes to the mechanics of the game. 


Especially in Paladins, the beginner tips provide ample opportunity to hone in on those skills 


and ramp up those sweet pentakills. These are the fundamentals of Paladins. 


RELOAD AFTER A FIGHT. 


One of the many ways you can die in Paladins 
is getting caught off guard while reloading. 
Even a seasoned veteran can die from getting 
shot at with no ammo in the chamber. If you 
wait and reload under cover, it will save your 
life and get you back into the fight quicker 
than the respawn screen will. Also note that 
each champion has a different reload speed, 
meaning that reloading is a time commitment 
for some champions more than others. 
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LEAD YOUR TARGET. 


I’ve seen beginner players not use this 
simple tool, which wastes ammo and, more 
importantly, time. To do this, predict where 
your target is going to be, not where they are 
at that moment. For example, if the target 

is moving from left to right on your screen, 
aim your cursor just to the right of the target 
and you will get a hit. Of course, this depends 
on how fast the target is moving, but with 
practice, you can learn to lead the target like 
a pro. This skill gets a lot harder (and more 
important) for faster enemies, as enemies 
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with high movement speed typically deal a 
lot of damage and have low health pools. 


KNOW ¥OUR ROLE ON THE 
TEATH. 


Far too many times, | see a lot of players play 
a role incorrectly. Sure, there are off-meta 
builds, such as flank Pip, but you really don’t 
want to have a support Fernando on your 
team, right? This comes down to knowing 
the strengths and weaknesses of each 
champion in Paladins. For example, Inara is 
great at cutting off certain routes with her 
wall, while Barik is great at zone control and 
Ash is great for keeping enemies off the 
objective. With that said, different classes 
have different strengths and weaknesses 

as well. Supports have little to no damage, 
but are great healers. Flanks have lots of 
mobility and can pick off low health enemies. 
Damage has a high damage per second, or 


eer 


- 
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DPS, and are great at putting enemies at low 
health. Front liners are tanky and have either 
a crowd control ability or are fight disruptors. 
Knowing what your champion can and cannot 
do before you queue for another match will 
make a world of a difference in your play. 
Many champions can play multiple roles 
depending on what legendary you choose 
and you have to make sure you’re choosing 
the one that fits your team’s composition the 
best for that specific match. 


WATCH FOR YOUR 
COOLDOUNS. 


Even veteran players have a hard time with 
this, but if you keep a watchful eye on when 
your abilities come up, you can, in turn, 
communicate with your team when that 
ability will be up again. This is especially 
important in high levels of play where 
enemies are going to communicate among 
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themselves which abilities are down on the 
opposing side. The thing | see all the time 

is people blow their ultimates late into a 
payload push/defense when they were going 
to lose that objective anyway. Don’t use your 
ultimate if you’re pushing the payload and 
have half the map to go with only 10 seconds 
left! 


New players will just stand out in the open 
and fire at anything that moves, which is fine 
if you have the health and damage to go all 
in. However, a majority of champions don’t 
have that high of health, nor that high of 
damage, making cover pretty much a must. 
It keeps you safe for a short time and can 

be of use for a Sniper who wants to use it as 
a vantage point. The point of cover is to be 
able deal damage without getting punished 


as much for it by having less of your hitbox 
open to your enemies and giving your healers 
behind the opportunity to keep you healthy. 


DON'T SPRAY AND PRAY. 


Again, new players are guilty of this, but a 
lot of automatic rifle users tend to hold down 
the left click and aim at anything. This will 
decrease your accuracy and make you reload 
your gun more often, which puts you at risk 
of dying. Use short, controlled bursts, which 
means that you have to wait a second after 
a burst to fire again. This is especially useful 
when tracking your target. You also need to 
be shooting the priority targets, you want to 
tag everyone you can if you have Cauterize, 
focus on the shields if you have Wrecker, and 
always try to shut down the support to start 
the teamfight. 


TIME REMAINING 


STREAK 


1526/2100 ai 
dd 


Paladins Community Magazine Issue 9 


CAPTURE 
8m 


© 


Basic Strix 
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PAYLOAD 
44m 


de 2050/2500 
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Alm FOR THE CENTER OF 
MASS. 


Center mass is your torso and up. The reason 
why is because the target has more surface 
area in that area and so it’s easier to counter 
the recoil of certain weapons, such as sniper 
rifles and pistols. If you aim for center mass, 
you can hit anywhere from the torso, arms, 
or the coveted head shot. If you aim for 

the head, chances are you will miss that 
completely, as the head is the smallest target 
to hit when aimed at. You do this because 
there’s a good chance that your aim isn’t 
perfect, meaning you have to give yourself 
the most room for error as possible. 


TEAMWORK MAKES THE 
DREAM WORK. 


Paladins is a team based game. As such, 
effective communication with your team will 
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ultimately net you a victory. Communicate 
your cooldowns, enemy positions, and what 
you are going to do before you do it. The 
voice communication in the game is a great 
tool for doing that, but if you don’t have a 
mic or are not the talkative type (like me), 
the voice guided system, or VGS, will aid in 
your communication. | could go on about how 
to communicate effectively and what type of 
things should be typed or said, but that’s an 
article for another time. HiRez gives you the 
tools to communicate and help your team, so 
take advantage of them! 


Paladins is a fast paced, team based shooter 
that, if these tips come into play, can be a lot 
of fun and dominating to play. You can even 
use these tips in other first person shooters 
and dominate there. Even if you are new, 
these tips will be very handy for other games. 


Have fun! 
By Brandon Parker 
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RANKED 2.0 


OLLI hhh ba idddddcddddrdddcdccccccdcccccccccccdccaaacadaaaadacadaddda By Michael Parker 


LLL 


Patch OB56, alternatively known as Way of the Warrior, was the bearer of many quality of life 


improvements, champion changes, and new skins. However, the single most outstanding new 


feature of all is Ranked 2.0. Today I’m going to be covering the basics of Ranked 2.0, along 


with some of my own experiences. 


Ranked 2.0 comes in as a far more intricate 
version of the prior ranked here in Paladins, 
adding many more tiers and slight changes 
to how the system works. This falls well with 
casual and pro players alike as most agree 
that having an account-wide rank is far better 
than individual rankings per character. Me, as 
a player who was Masters on few champions 
prior to OB56 agree that this is a nice 

change as it forces players into not having a 
distinctive “main”. Making the champ draft 
much more appealing to more experienced 
players who dislike having disorganized 
teams. 


The new system introduces a 7 tier rank 
system, with all but the top having 5 
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divisions. The divisions are as followed: 
Bronze, Silver, Gold, Platinum, Diamond, 
Master, and Grandmaster. Each division can 
be climbed by reaching 100 Triumph Points 
(TP) within that division. For example: | will 
be promoted from Platinum 3 to Platinum 2 
(or sometimes even highere) if | reach 1OOTP 
in my current division. Based off of personal 
experience | started in Platinum 4 after 12 
wins and 3 losses in placements. From there | 
rose to Platinum 1, and then flew to Diamond 
1 upon my next rank up. Past that I’ve 
reached Grandmasters and rested between 
that and Masters ever since. 


Ranked 2.0 benefits lower skilled players due 
to the fact that in early ranks, it’s particularly 
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easy to boost up an entire tier. | know people 
who have started in bronze and propelled 

to diamond in under 50 games just from 
performing well, this is probably something to 
keep in mind when starting Ranked. Despite 
this being welcomed, it’s a struggle for the 
top tier masters-grandmasters players to deal 
with the lesser players who have managed 

to climb their way into diamond or above tier 
games. The matchmaking can sometimes be 
unbalanced when this happens, causing some 
people to think it’s too easy to climb at the 
moment. 


It’s relatively easy to climb in Ranked 2.0 
because you gain far more TP for winning that 
you lose for losing early on. The requirements 
for Ranked 2.0 are that you must only be 
level 15 and own 12 characters. This is easily 
achievable through buying the Founders Pack 
or using the referral feature for early goodies 
towards buying new champions. This can be 

a problem because it allows high tier players 
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to abuse the free to play model to make 
smurf accounts to destroy new players, or 
even allowing cheaters to just keep remaking 
accounts after being banned on previous 
ones. I’ve yet to come across either of the 
two issues at hand but | can imagine in lower 
tier games this could very well be at large. 


Anyone in Platinum tier or below can play 

as a 1-5 man party, which to many was 
music to their ears, as lots of people have 
been wanting this feature back after HiRez 
reduced the party limit to 2 people awhile 
ago. This doesn’t last very long, as anyone 

in Diamond - Grandmaster are stripped of 
those privileges and can only duo queue, 
making the games more balanced in higher 
tier games and preventing the big evils of the 
Paladins competitive scene from destroying 
stray players that have made it to these high 
tiers. 

The most positive new feature in Ranked 2.0 
has to be rewards! Taking note from the tier 
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based and games played rewards in Smite 
ranked, we have ourselves a whole plethora 
of goodies to be had off of playing games 
alone. Once you qualify for ranked, you get 
yourself a loading frame based on your tier 
of bronze-grandmasters/ Latter tiers have 
fancy designs that really entice you into 
playing to earn them, although this was a 
feature before, it was only for the individual 
champion and not account-wide. Once you 
complete your 15 placement games you also 
get a free Champion Skin Chest Roll which 
will award you a complete skin. What’s better 
than free stuff? When you play 25 games of 
competitive you get a Weapon Chest Roll to 
go with your Champion Chest Roll, giving you 
even more free goodies to use and enjoy in 
game. 


Much like past ranked skins in Smite such as 
Berserker Ullr, you get them for reaching a 
tier-based milestone in ranked. Here we have 
Terramorph Drogoz which you receive for 
hitting Gold 5 in ranked, a very achievable 
goal for most players and you get yourself 
one of the very first limited skins in the 
game. It would be important to note that this 
is only the skin for the Champion himself 
and not the weapon. The Terramorph’s Maw 
is earned once you win 100 competitive 
games in Ranked 2.0, which is a slightly more 
demanding feat than just hitting Gold 5. The 
last reward, which is by far my favourite, 

is the “Forged in Battle” player title. Much 
like the titles you earn for reaching mastery 
20 on a champion, “Forged in Battle” will 
accompany your name in menus and on the 
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in-game scoreboard, this is earned by winning 
200 competitive games. 


Players who reach the demanding heights of 
Grandmasters or in the top 3 of an individual 
champion leaderboard will be awarded 
Crystals at the end of the current split and 
will most likely only reward the best of the 
best. 


For me, Paladins Ranked 2.0 is a vast 
improvement on the prior ranking system. 
That’s not to say that it’s perfect, but it feels 
far more polished than before and miles 
better than ranking systems in other games. 
The main area where the ranking falls short 
is the matchmaking. This is no fault of HiRez 
due to the fact that with the current system 
in place, it’s near-impossible to fix. Lower 
players will climb their way into tiers where 
they shouldn’t belong based off of their 
casual elo and will naturally struggle. The 
game attempts to balance each game off of a 
hidden mmr/elo system but on the occasion 
will make for very unfair teams. 


Despite the few clear flaws, Ranked 2.0 is a 
drastic improvement on the prior system. It 
introduces a new challenge that will get rid of 
some of the casual stigma the game has and 
help build a clearer separation between the 
casual and competitive community. With the 
split system it will keep things fresh on the 
leaderboards and will break down snowballing 
at the top from the very best players, all of 
these inclusions make for a great step in the 


right direction. 
By Michael Parker 
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WHAT'S PALADINS STRIKE? 


LL 


ByJ acob Russell MMMM Maa“ «a hil 


HiRez gave us something we didn’t know we wanted in Paladins Strike. There were no 


teasers or prior announcements, just a sudden trailer and an alpha release a day later. If you 


don’t know what I’m talking about, HiRez has officially brought Paladins to mobile devices! 


This game was seen by many in the YouTube 
to be a thing that 
sets Paladins apart from its team-based 


comments of 


shooter competition. (1 won’t name any 
names.) Paladins Strike in general seems 

to true enough to its PC and Console 
counterpart that veterans aren’t lost but also 
original enough to where it isn’t just a blatant 
port. 


Main Screen and Currencies 


Here’s the main screen for Paladins Strike 
that you can expect when you first get your 
coveted Alpha code. The far left side of the 
screen with Grohk’s photo is where you 
queue for matches. The Ying panel in the top 
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middle is where you can collect your login 
rewards and the chest panel in the bottom 
middle is where you can complete daily 
quests and collect their rewards. Competitive 
is coming soon you will access it using 

the Viktor panel on the far right when it is 
available. 


The currencies in the game (to my 
understanding) are that gold is used to buy 
champions, the dark blue crystals are to buy 
skins, and the purple essence (not shown on 
screen) is to buy runes. I’m not sure what the 
light blue crystals at the far right are used to 
purchase yet or if they even do anything at 
the moment. One thing | will say about the 
crystals on the far right is that | think they 
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will likely be a currency that you purchase where you can practice the abilities of any 
with real life money. champion on Al that won’t attack you. 
Gamemodes 

Champion Select, Runes, and Talents 
Once you click on the “Casual” panel you 
get the gamemodes page. “Summons” (the The default champions in Paladins Strike are 
Fernando panel) is like the original Paladins Evie, Viktor, Grohk, Ying, Cassie, Barik, and 
gamemode, where you capture objectives to Makoa. From the champion select screen 
summon the juggernaut to destroy the enemy you can view the Runes, Legendary Runes, 


tower. “Siege” (the Skye and Ying panel) Talents, and Abilities of the champion you're 
is the Siege mode you’re used to on PC or hovering over. Abilities and Legendary Runes 
Console. The last gamemode is a rotating (cards) in this game aren’t 100% ripped from 


“Match of the Week” kind of thing, with this PC/Console Paladins, so even PC/Console 
week being Deathmatch. Deathmatch has an veterans should do their homework. 
Androxus panel and is a mode where the first 

team to 30 kills wins the round. You should The unlockable champions in Paladins Strike 
also know that there is a practice mode are Fernando, Bomb King, Pip, Skye, and 
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Androxus. All of them are available for direct 
purchase with gold besides Androxus, with 
most champions costing 13,888 gold. Bomb 
King only costs 9,888 and Skye costs the 
most gold at 16,888. You should also know 
that champions are fit into the same four 
classes as they are on PC and Console. If you 
go the champions page and hover over a 
champion then you can see their lore, skins, 
legendary cards, and talents. 


Runes replace cards that you would see in PC 
or console, as they’re small advantages in 
battle that you pick before the round starts. 
You select what runes you want to use and 
put them on your rune page, you choose 
which of your multiple rune pages you want 
to use in the champion select screen. Red 
runes are small bonuses and don’t cost 

much while green and blue runes are bigger 
bonuses but are higher in price. Runes can be 
bought with essence and have the same icon 
you're used to on your native console. 


Talents are something straight of Heroes of 
The Storm, as you pick which upgrade for 
your champion you want from two options at 
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5 points in the game. You'll recognize a lot of 


the effects and icons from items you buy in 
game on PC/Console. 


Maps 


What you can find in the practice range is 

2 healing stations, 3 respawning Als for you 
to practice your abilities on, and 3 ally bots. 
You should also know that the map used 
for practice range is the same one used in 
Deathmatch. 


Here you can see the in-game overlay and 
the Summons map. There are 3 points for you 
to capture and hold to reach 100% and spawn 
the juggernaut to kill the enemy tower. The 
minimap and health of your allies is in the top 
left. What you should note from the minimap 
is the location of the 4 health fountains on 
the map. The two of your team’s color can be 
used by your teammates and destroyed by 
your enemies and vice versa. The top middle 
and top right is the scoreboards, connection/ 
battery information, and quick chat. Your 
movement pad is on the bottom left and your 
abilities are on the bottom right. 
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Here’s the Siege mode that you’re used to 
from PC or Console but it’s best of 3 instead 
of instead of best of 7. You get one point 

for capturing the middle point, one for 
converting a payload push, and defending the 
payload push. 


Daily Quests, Awards, and Login 
Rewards 


Remember how | said Androxus wasn’t 
directly purchasable? That’s because he’s the 
reward for logging in to Paladins Strike for 

7 straight days! The other days are various 
currencies, with the exception of Day 2, 
which | think is a skin for a champion. 


Here’s the daily quest page, how it works is 
that you do quests and you get rewards and 


Estimated 00:30 —. 
Oo0:2e5 


points towards chests for each one. You get 
better chests for each quest milestone of 30 
daily points, meaning you are rewarded for 

your long sessions. 


“Awards” are what you call achievements 
in many other games. You get rewards for 
reaching single game goals and lifetime 
milestones. 


So, that’s Paladins Strike for you! Hopefully 
this article made you really want to get your 
Alpha key while also hold you over a little bit 
until you get the hands on the game yourself. 
It’s a great alternative to when you’re not 
near your PC/Console and | can see it having 
its own community separate from the PC/ 
Console version. 
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